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HOW TO OPERATE (continued) 


BEGIN A NEW ADVENTLJFE 

Press tlie START aulton tc BEGIN A NEW ADVENT UR E 


CONTINUE YOU Ft ADVENTURE 

Th s option appears or ino title screen after you save your game 
ior Ihe first time. 


Press the DOWN keypad la seleol CONTINUE YOUR 

ADVENTURE. 


Press the START button lo begin the cam.e 


Note: 


reed Saving Your Adventure section tor mors marmatiun. 


Pause Function 

Press the START bulton te pause the game. 
Press the START billion le resume play. 
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HOW TO OPERATE (continue d) 


CONVERSATION MODE 
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HOW TO PLAY 
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HOW TO PLAY (t orttin lied) 


PHYSICAL COND T ON 


jhymiiMl condition aliecis your lighting and mag c ac lilies. 


CONDITION 


EFFECT 


Perfect health 


HDRT 

PARA 

POIS 

CURS 


You have suliersd hh m in 
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L.nWIiv ' 


YouVe boon poisoned 


A ci 11 rse ig on your head 


Healing potions, magic spa is, or 


viSl ing the inn w II cura- HU R T 


Restoring potions, magic spells, ui '^siting IIi-h inn will cure 


PAHA, POIS. or CURS 
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HOW TO PLAY (continued) 


EXPERIENCE 

i ighting evil crealures increases vour experience. 


LEVEL 

You can ncroaso your fihilily and strength by increasing yctr cxpc'ioncc. 

15 experience p3 ; n1s 

35 experience pomis raises you to Level 2 . 


raises you to LovcJ t. 


rhe City or Gr&rville is homo to live powerful Wizards. An adventurer must 

NEW AUVEMTURE. 
The wizard x^ill decide if you deserve a promotion! No one knows how far a 
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GOLD 

Manv monsters and magicians carry gold. Slaying 
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THE ADVENTURER'S BACKPACK 


I tie Adventurer's Backpack gives 

you live different o pi ions to use. 
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Weapons And Armor (SwordJ 
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TO ENTER THE ADVENTURER'S BACKPACK: 


■ Proas Mih START billion to PAUSE the game. 


TO USE WEAPONS AND ARMOR (SWORD): 


ihe LEFT nr RIGHT keypad unlil the sword symbol is highlighted, 
the SELECT button to enter Ihe Weapons & Armor window. 

will appear over the liral Hern in the window 
Use Lho keyaad to street other Weapons anti Aim or. 

* Press the 11 R” button lo activate th^ item anc arm your character. 

■ Press the start burton to roa jmo play. 
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THE ADVENTURER'S BACKPACK (continued) 


TO OPEN IXJOFtS AMD TREASURE CHESTS: 


■ Press the LEFT or RIGHT teypad until the key is high lighted 


Prftss IIih L 'A“ button to open doors 


TO CAMP: 


LEFT gr RIGHT keypod u nil I Ilia lenl symbol is highlsghled 

the 11 A" bullon lo sat and drink, 
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MERCHANTS 


Every town and village In Grades has two types, of merchants. 


ARMORERS 


Oiler quality weapons and defensive 


elements; hs prices they charge arc 


the same lhnaughcul ire kingdom. 


GROCERS 


Sol food and drink, noalmg potions, and manic powders. Seme towns offer 


und is s good idea 


15 
















MERCHANTS (continued) 
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MERCHANTS (continued) 


TO BUY AND SELL WITH A MERCHANT: 


Press the "A" Lmliun to say YES when he asks if you w 


aril la bl/y/seli 
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B button to say NO when he asks if you wanl to buy/sell. 


■ P'ess the “A iauttnri io buy/scll ihc item. Continue ureseing toe “A 
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GUIDE FOR MEW ADVENTURERS 


■ " he Old Man of Granville- ha 5 a gilE to start yoL 

The Wli^rd ol SURA is inasL^i of tlis Water Magfc. This puwor 

for attack and dofoose. A 

hield wnid ■ wi l protect yoL 

Immediate-^ north d Granville is Casllo Gradasi. Ths King and Cuecn 
w muoh to "eli and grts 10 give - S 4 ] this c a. good place to start- 
Sidy within the walls- of "He? cestle uni I you flrd them. 
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a stronger weapon. Next visit the inn Keeper ig sava your progress. Go 
outside and fight some Cobras lc gain experience. bul 
city walls. 


■ Continue your quasi b 

town oi Gran ig buy food/drink for your If avals Gran s northwest Irani 

Gaalle Grades. 


y (ravelling to Deirus, but be sure you slop in the 
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GUIDE FOR NEW ADVENTURERS (continued) 


■ The flics can be He'd? on ihe roari lo Deirus. ms would be a goon i me 


to ij-rttutica your parry. 


wh uh lies noi ih of the lown 
e and raeaive ihe first Elemental Swore. Return to Deirus and 


* In Deirus, you wil hear oi Sara Sprang 
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» North oi Sara Spnng is the Sanctuary at Sella, enter the maze and 
make your way down to the slatuo of Bi devanoe- A powerful force 
wil envelop the sword Ralurri to Granville and lei the Wizards 
examine if. One of them has important news! 


"lie advenluro s just beginning Good lortune no with you. and den i 
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CASTING MAGIC SPELLS 


^ach Wizard has master a oertain lype oF magic. Whan you meet a 

O ] ot his 

mystical studies. Using ona nr any combination o( these lour symbols, allol 
Ihe spells of his magic can be oast. Other 
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When symbols from one magic arc combined with symbols of another 
magic, new types of spells can be created There are literally hundred's of 
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CASTING MAGIC SPELLS (continued) 


MAGIC SPELLS (continued) 


Hsre arc S0JT1& basic spcNs Jo help vuu pel started. 


("aivfi -3 Information on Advenlu^er 


OpC-i is Dungeon Dcorr 


Gives Information on Enemy 


Cl,j$& Paralyei 
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Cures Blindness 
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SAVING YOUR ADVENTU RE 


TOWN OF GRANVILLE MAP 


DUMGEON MAGiG «ukus a long lime re complete "r u game carnage contains 3 
ballnr'y l-j you can sa; 
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SANCTUARY AT HELLE MAP 
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